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(54) Electronic game licensing apparatus and method 

(57) A use enabling method and mechanism to ena- 
ble use of a disabled game resident on multiple platform 
gaming machines. When a gaming operator elects to 
enable a particular disabled game, an enabling device 
of generates an encrypted Request Code (27) having 
components identifying the specific gaming machine 
and the specific game to be enabled. This Request 
Code (27) is then communicated through a communica- 
tion coupling (55) to a compatible, mating encoder 
device (28) operated by the licensing game vendor or 
game manufacture. In response, the encoder device 
(28) generates an encrypted Enabling Code (31) which 
enables use only for the selected game or games, and 
only in the gaming machine (21) upon which the corre- 
sponding Request Code originated. Upon inputting the 
corresponding Enabling Code (31) into the enabling 
device (32) incorporated on the particular gaming 
device, the selected disable game or games may be 
subsequently enabled for use. 
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Descripti n 
TFCHNICAL FIELD 

[0001] This present invention relates, generally, to 5 
remote location electronic gaming devices and, more 
particularly, relates to mechanisms and methods for 
enabling use of electronic games to be licensed and 
resident on the remote electronic gaming devices. 

BACKGROUND ART 

[0002] In the recent past, gaming machines have 
become increasingly sophisticated. The once traditional 
mechanically-driven reel slot machines are often is 
replaced with electronic counterparts having computer 
driven games with spinning reel display devices, CRT 
video displays or the like. Moreover, these electronic 
gaming advancements enable the operation of more 
complex gambling games which would not otherwise be 20 
possible on mechanical-driven gambling machines. 
Such stand alone electronic games include spinning 
reel games, Slot, Keno, Blackjack, Poker, Pai Gow, 
video spinning reel games and all the variations thereof. 
[0003] More recently, multiple game platforms have 25 
been developed which provide access to multiple elec- 
tronic games through a single stand alone gaming 
machine. A game selection menu may be provided on a 
video display which offers the patron the choice of at 
least two electronic games. The gaming patron, thus] 30 
may select a game of their choice without having to 
search the gaming establishment for the location of a 
desired game. 

[0004] These games are usually stored in Erasable, 
Programmable. Read-Only Memory (EPROM) chip sets 35 
which are then incorporated into compatible gaming 
machines for operation thereof. Depending upon the 
licensing scheme negotiated between the machine 
manufacturer or game vendor and the gaming operator, 
any combination of selected video games may be 40 
licensed by the gaming operator. A number of free con- 
ventional games may also be bundled together with the 
licensed games on the EPROM chip set to offer a larger 
variety or package of games to the gaming operator and 
their patrons. 45 
[0005] One problem associated with this design, 
however, is that depending upon the negotiated 
selected games, a separate EPROM set must be pro- 
vided in each instance. For example, if the licensed 
games included were Blackjack, Poker and Keno, a spe- so 
crfic EPROM set would be necessary incorporating only 
those three games. Should the gaming operator desire 
only Blackjack and Poker, another EPROM set is 
required which excluded Keno. etc. 

[0006] In addition, each gaming alteration requires 55 
an EPROM chip set installment. This disincentive to 
alter the number of offered games also results in gam- 
ing machine downtime, as well as higher operating 



costs for the gaming operator and the risk of damaging 
EPROMS during removal or installation. The costs for 
the machine manufacturer or game vendor are also 
increased since they must supply several different 
EPROM chip sets having different combinations of 
games. 

[0007] In contrast, if only one gaming EPROM were 
provided which contained a full set of games accessible 
by the gaming operator, the manufacturer or game ven- 
dor would have no means of controlling which games 
the gaming operator accessed or made available to 
their patrons. In this arrangement, an unlicensed game 
would be just as accessible as a licensed game. 
[0008] Another problem associated with the 
EPROM chip set technology is that the EPROMs are 
easily copied. Any gaming operator could have the 
EPROMs reproduced and subsequently inserted into 
other compatible machines. Such reproductions are 
also difficult to control, and thus cause substantial loss 
of revenue to the manufacturer or licensor. 
[0009] This is a serious concern for gaming 
machine manufacturers and gaming vendors alike. 
Accordingly, in view of the above observations, it would 
be desirable to provide a multiple game platform gaming 
machine which can easily enable the gaming machine 
manufacturer or vendor to control the licensing of the 
selected games. In addition, it would be desirable to 
reduce the costliness and inconvenience of providing a 
multitude of EPROM chip sets having differing combina- 
tions of accessible games. 

DISCLOSURE OF INVENTION 

[001 0] The present invention provides a system and 
method for enabling use of at least one electronic game 
of a plurality of electronically disabled games which are 
operably accessible from a gaming machine. The 
method includes the steps of: (a) selecting an electroni- 
cally disabled electronic game from the gaming 
machine; and (b) generating a Request Code repre- 
sentative of the particular selected electronic game on 
the particular gaming machine for input into an encoder 
device. The present invention then includes the steps of 
(c) receiving an Enabling Code responsive to the 
Request Code and calculated by the encoder device 
specifically for the particular gaining machine; and (d) 
inputting the Enabling Code, representing information 
electronically enabling operation of the previously disa- 
bled electronic game for that gaming machine, into the 
gaming machine to enable operation of the selected 
game. 

[001 1 ] In one embodiment, the generating step may 
further include the step of generating an input machine 
identification component, an input game identification 
component and an input time period component, all of 
the Request Code. Briefly, the input machine identifica- 
tion component represents the identification of a partic- 
ular gaming machine, while the input game 
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identification component represents the selected game 
to be enabled. Finally, the input time period component 
of the Request Code represents a predetermined time 
for enabling use of the selected game. 
[0012] Similarly, in another embodiment, the Ena- 5 
bling Code includes a corresponding output game iden- 
tification component, an output machine identification 
component and an output time period component. The 
output game identification component is generated in 
response to the input game identification component of io 
the Request Code which enables use of the selected 
electronic game. Die output machine identification 
component is generated in response to the input 
machine identification component of the Request Code 
which enables use of the selected electronic game on is 
the particular gaming machine. Finally, the output time 
period component is generated in response to the input 
time period component of the Request Code which ena- 
bles use of the selected electronic game for a predeter- 
mined time period on the particular gaming machine. 20 
[0013] The gaming machine may be coupled to an 
enabling device which is configured to generate the 
Request Code. This enabling device preferably includes 
a clock device responsive to the output time period com- 
ponent of the Enabling Code to enable use of the 25 
selected game for the predetermined time period. To 
prevent attempts to circumvent the internal clock device, 
upon manual resetting of the clock device a predeter- 
mined number of times, the enabling device may auto- 
matically disable use of the selected game. 30 
[001 4] In another configuration, the generating step 
further includes the step of encrypting the Request 
Code through an encrypting device communicably cou- 
pled to the enabling device. Upon receipt of the 
encrypted Enabling Code, the method further includes 35 
the step of decrypting the Enabling Code through a 
decrypting device communicably coupled to the ena- 
bling device to retrieve the Enabling Code data. 
[0015] In yet another embodiment of the present 
invention, a method for enabling use of at least one 40 
electronic game of a plurality of electronic games is pro- 
vided which is operably accessible from a gaming 
machine. The method includes the steps of: (a) receiv- 
ing a Request Code generated by the gaming machine, 
representing the identification of a selected, electronic 45 
game to be licensed on the particular gaming machine; 
and (b) inputting the received Request Code into an 
encoder device. The method of the present invention 
further includes the step of (c) responsive to the input 
Request Code, generating an Enabling Code represent- so . 
ing data electronically enabling operation of the previ- 
ously disabled electronic game for input into that 
particular gaming machine for licensed operation 
thereof. 

[0016] In still another aspect, a gaming machine is 55 
provided including a display device, and an electronic 
multiple-game platform having at least one disabled 
electronic game coupled to the display device and oper- 
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ably accessible from the gaming machine. An enabling 
device is coupled to the multiple-game platform which is 
configured to selectively enable the disabled electronic 
game upon receipt of an Enabling Code corresponding 
to the disabled electronic game. The enabling device is 
adapted to generate a Request Code upon which the 
Enabling Code is generated in response to receipt of 
the Request Code. Further, an encoder device is 
adapted to generate-the Enabling Code which is com- 
municably coupled to the enabling device. 
[0017] In one embodiment of the gaming machine, 
a clock device is included which is responsive to the out- 
put time period component of the Enabling Code to ena- 
ble use of the selected game for the predetermined time 
period. The clock device is coupled to the enabling 
device in a manner such that upon manual resetting 
thereof a predetermined number of times, the enabling 
device automatically disables use of the enabled elec- 
tronic game. 

[0018] , In another configuration, a gaming machine 
is includes a display device, and an electronic multiple- 
game platform having at least one disabled electronic 
game coupled to the display device and operably acces- 
sible from the gaming machine. The gaming machine 
further includes an enabling device coupled to the mul- 
tiple-game platform and configured to selectively gener- 
ate a Request Code corresponding to the disabled 
electronic game to enable operation thereof. The 
Request Code is further generated in response to a 
request to enable operation of the disabled electronic 
game. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0019] The method and assembly of the present 
invention has other objects and features of advantage 
which will be more readily apparent from the following 
description of the Best Mode of Carrying Out the Inven- 
tion and the appended claims, when taken in conjunc- 
tion with the accompanying drawing, in which: 

FIGURE 1 is a top perspective view of a conven- 
tional gaming machine incorporating a multiple plat- 
form EPROM chip set, and a licensing mechanism 
and method designed in accordance with one 
embodiment of the present invention. 

FIGURE 2 is a schematic representation of the 
electronic game licensing mechanism and method 
designed in accordance with the present invention. 

FIGURE 3 is a process flow diagram setting forth 
the primary steps employed in the electronic game 
licensing mechanism of the present invention. 

FIGURE 4 is a detailed schematic representation of 
the electronic game licensing mechanism and 
method of FIGURE 2. 
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FIGURE 5 is a representation of a SETUP menu as 
viewed from a gaming machine incorporating the 
licensing mechanism of the present invention. 

FIGURE 6 is a representation of a GAME SELEC- 5 
TION menu of the present invention illustrating all 
licensed and unlicensed games which are accessi- 
ble through the gaming machine. 

FIGURE 7 is another representation of a SETUP w 
, menu prompting the Operator whether or not to ini- 
tiate a new license. 

FIGURE 8 is a representation of a LICENSING 
STATUS menu of the present invention illustrating is 
the status of all licensed and unlicensed games res- 
ident on the gaming machine. 

FIGURE 9 is a representation of a GAME LICENS- 
ING menu of the present invention after calculation 20 
of the Request Code. 

FIGURE 10 is a representation of a GAME 
LICENSING menu of the present invention after 
input of the Enabling Code. 25 

FIGURE 1 1 is a detailed process flow diagram set- 
ting forth the steps employed in the electronic game 
licensing mechanism of the present invention. 

30 

BEST MODE OF CARRYING OUT THE INVENTION 

[0020] While the present invention will be described 
with reference to a few specific embodiments, the 
description is illustrative of the invention and is not to be 35 
construed as limiting the invention. Various modifica- 
tions to the present invention can be made to the pre- 
ferred embodiments by those skilled in the art without 
departing from the true spirit and scope of the invention 
as defined by the appended claims, ft will be noted here 40 
that for a better understanding, like components are 
designated by like reference numerals throughout the 
various figures. 

1 . Brief Overview 45 

[0021] Attention is now directed to FIGURES 1-4 
where the present invention device use enabling or 
licensing mechanism and method, generally designated 
20, is illustrated for enabling use of at least one elec- so 
tronic gaming device from a plurality of electronic gam- 
ing devices. Preferably, these devices are in the form of 
games having video capabilities provided at gaming 
establishments which are operably accessible from mul- 
tiple format gaming machines 2 1 (FIGURE 1 ). However, 55 
the use enabling mechanism and method of the present 
invention may also be used in connection with other 
video formats such as spinning reel devices with video 



bonussing capabilities such as the Vision Series 
Machines manufactured by IGT or video games at 
arcades or the like. 

[0022] Briefly, as set forth in the flow diagram of 
FIGURE 3, the principal steps of present inventive 
method begins at start step 22 and proceeds to step 23 
which includes selecting an electronically disabled elec- 
tronic game 25 from the gaming machine 21. The next 
step 26 includes generating a Request Code 27 repre- 
sentative of the particular selected electronic game 25 
on the particular gaming machine 21 for input into an 
encoder device 28. After the Request Code generating 
step 26, the next step 29 includes receiving an Enabling 
Code 31 , responsive to the Request Code 27 and calcu- 
lated by the encoder device 28 specifically for the partic- 
ular gaming machine 21. The final principal step 30 is 
provided by inputting the Enabling Code 31 into the 
gaming machine 21 to enable operation of the selected 
game 25 at step 34. 

[0023] Employing the present mechanism and 
method, each selected game of a plurality of available 
games from each of a plurality of multiple platform gam- 
ing machines 21 , 21' 21", etc. may be easily enabled or 
disabled for operation. As shown in the schematic dia- 
gram of FIGURE 2, when a gaming operator elects to 
enable a particular electronically disabled game resi- 
dent on a particular gaming machine 21, an enabling 
device of the present invention generates an encrypted 
Request Code 27 having components identifying the 
specific gaming machine and the specific game to be 
enabled. This Request Code 27 is then communicated 
through the telephone, internet, wireless transmission, 
hardwiring, etc., to a compatible, mating encoder device 
28 operated by the licensing game vendor or game 
manufacturer. In response, the encoder device 28 gen- 
erates an encrypted Enabling Code 31 which enables 
use only for the selected game or games, and only in 
the gaming machine 21 upon which the corresponding 
Request Code originated. Upon inputting the corre- 
sponding Enabling Code 31 into the enabling device 32 
incorporated on the particular gaming device, the 
selected electronically disabled game or games may be 
subsequently enabled for use. 

[0024] Accordingly, a game device enabling or 
licensing mechanism and method are provided which 
enable the machine manufacturer or gaming vendor to 
more easily restrict and/or enable the operable use of 
selected games on any particular gaming machine. 
Such an enabling mechanism and method is especially 
suitable for multiple video game formats operated from 
a single gaming machine. This arrangement is even 
beneficial should an EPROM chip set incorporating the 
multitude of games be copied and installed in another 
compatible gaming machine. The machine manufac- 
turer or gaming vendor may therefore more reliably 
charge for the number of copies the gaming operator 
may create and use. Moreover, this arrangement is also 
advantageous to the gaming operator since any 
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licensed or unlicensed game accessible through the 
EPROM chip set may be easily enabled or disabled 
without requiring EPROM chip set replacement. 

2. Physical Embodiment s 

[0025] Embodiments of the present invention as 
described above employ various operations involving 
data stored in computer systems or processors of video 
devices and encoder devices for example. Useful 10 
machines for performing the operations of this invention 
include digital computing systems or other data 
processing devices. Such apparatus may be specially 
constructed for the required purposes, or it may be a 
general purpose computing system selectively acti- is 
vated or reconfigured by a computer program stored in 
the computer. The processes presented herein are not 
inherently related to any particular computing system or 
other apparatus. In particular, various general purpose 
machines may be used with programs (including pro- 20 
grammed EPROMs for example) written in accordance 
with the teachings herein, or it may be more convenient 
to construct a more specialized apparatus to perform 
the required method steps. The required structure for a 
variety of these machines will appear from the descrip- 25 
tion given above. 

[0026] In addition, embodiments of the present 
invention further relate to computer readable media that 
include program instructions for performing various 
computer-implemented operations. The media and pro- 30 
gram instructions may be those specially designed and 
constructed for the purposes of the present invention, or 
they may be of the kind well known and available to 
those having skill in the computer software arts. Exam- 
ples of computer-readable media include, but are not 35 
limited to, magnetic media such as hard disks, floppy 
disks, and magnetic tape; semiconductor memory, opti- 
cal media such as CD-ROM disks; magneto-optical 
media such as optical disks; and hardware devices that 
are specially configured to store and perform program 40 
instructions, such as read-only memory devices (ROM) 
such as flash memory devices, EEPROMs, EPROMs, 
etc. and random access memory (RAM). Examples of 
program instructions include both machine code, such 
as produced by a compiler, and files containing higher 45 
level code that may be executed by the computer using 
an interpreter. 

[0027] Briefly, referring back to FIGURE 1, a con- 
ventional video display gaming machine 21 is provided 
in accordance with one embodiment of this invention so 
which is capable of supporting a multi-game machine 
format, such as International Game Technology's (IGT) 
"Game King Machine" or "Vision Series Machine". It will 
be appreciated, of course, that any other multi-game 
machine format may be employed as well. Gaming 55 
machine 21 may include a gaming machine housing 33, 
a top glass 35, a belly glass 36, and a main video dis- 
play 37. Main video display 37 may be provided by high- 



resolution flat panel Liquid Crystal Displays (LCD), 
Cathode Ray Tubes (CRT), projection type LCDs, 
plasma displays, field emission displays, digital micro- 
mirror devices (DMD) or other conventional electroni- 
cally controlled video monitors. Examples of games for 
which the results of a play may be displayed on a main 
video display include video slot games, electronic video 
poker card games, electronic keno games, electronic 
blackjack games, spinning reel slot games, increasingly 
popular multi-line machines which have multiple (e.g.. 8 
or 15) pay lines or electronic spinning reel games with 
video bonussing features. 

[0028] Provided beneath main display 37 are vari- 
ous play buttons 38 which allow the user to control oper- 
ation of the gaming machine in a conventional manner. 
The control buttons 38 allow the gaming machine user 
to select various games and/or game options. Of 
course, the arrangement and function of control buttons 
38 will depend somewhat upon the type of game (or 
games) that can be played on machine 21, and buttons 
38 may have more than one function depending on the 
available games. 

[0029] The host gaming machine 21 preferably 
includes a CPU board 40 (FIGURE 4) having the neces- 
sary processors and memory to execute the coded 
instructions to operate the multitude of available games. 
The CPU board 40 also executes the coded instructions 
to enable and/or disable the available games in accord- 
ance with the present invention. The processor will, of 
course, act on these instructions to generate the appro- 
priate signals, such as the generation of the Request 
Code 27, as well as enable access to the selected game 
upon receipt of the Enabling Code 31 . 
[0030] Turning now to FIGURE 4. the use enabling 
mechanism 20 of the present invention is illustrated in 
schematic form having an EPROM chip set 41 of the 
present invention configured to be compatibly installed 
into gaming machine 21. Preferably, each chip set 
includes a set of game chips which provide the specific 
information to operate the available games for display 
and operation on the gaming machine. Briefly, incorpo- 
rated in these memory chips are the instruction sets and 
graphics necessary for game operation of each game of 
the multiple game format. A second set of chips 
included in EPROM chip set 41 is a set of pay table/con- 
figuration chips which provide code instructions for but- 
ton operation, pay table schemes and various menu 
operations. 

[0031] The game chips and configuration chips 
cooperate with the remaining components of the 
EPROM chip set 41 to form an enabling device 32 in 
accordance with the present invention. This device 32 
provides the necessary code instructions and informa- 
tion to electronically enable and/or disable the games to 
be licensed. The code of all these chips of the EPROM 
chip set are preferably executed on the CPU board 40 of 
the gaming machine which, for example, generates the 
corresponding enabling menus (FIGURES 5-10). These 
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menus communicate the licensing status as well as pro- 
vide game enabling or disablement information of the 
available games to the operator. 
[0032] Moreover, the enabling device 32 further 
provides the necessary code and algorithms to gener- 
ate, employing the CPU board 40, the particular 
Request Codes 27. Similarly, this device provides the 
necessary code and algorithms to decipher the 
received Enabling Code 31 which enables access to the 
selected electronically disabled video game on a partic- 
ular, gaming machine 21. 

[003(3] To store the licensing database, the EPROM 
chip set includes sufficient RAM chips to store instruc- 
tions to control the period of time enabling operable use 
of the enabled game, the Enabling Code and Request 
Code for each licensed game, as well as the denomina- 
tion of each game for that particular gaming machine. 
Finally, an encrypting/decrypting device 42 may be pro- 
vided to encrypt the outgoing Request Code 27, as well 
as decrypt the incoming Enabling Code 31 . 
[0034] FIGURES 2 and 4 best illustrate that a com- 
patible, mating encoder device 28 is selectively in com- 
munication with the EPROM chip set 41 of the gaming 
machine 21. This encoder device 28 is adapted to 
receive the Request Code 27 generated by the enabling 
device 32. and in response, generates a corresponding 
Enabling Code 31 specific for input back into the ena- 
bling device 32 of origin of the Request Code 27 to ena- 
ble use of the selected electronic game. This encoder 
device 28 is preferably in the form of a computer pro- 
gram which is capable of execution on a conventional 
PC or the like. Similar to the EPROM chip set 41, the 
encoder device 28 preferably includes compatible 
encryption/decryption to decrypt the incoming Request 
Code 27 and to encrypt the outgoing Enabling Code 31 . 

3. Licensing Data Formats 

[0035] Referring now to FIGURE 5, an operator 
SETUP menu 43 is illustrated which is accessible to 
only the gaming operator for viewing on display 37. This 
SETUP menu 43 enables the gaming operator to view 
the available games (as shown in FIGURE 6) which the 
game chips and the pay table/configuration chips of the 
EPROM chip set 41 cooperate to provide. Upon selec- 
tion (preferably touchscreen) of the shown sequence of 
the SETUP button 45, the MACHINE OPTIONS button 
46 and the GAME SELECTION button 47 from the 
SETUP menu 43, the GAME SELECTION menu 48 will 
be accessed as viewed in FIGURE 6. 
[0036] Accessing the pay table/configuration chips, 
this menu informs the operator of the licensing status of 
the available games which are provided by the EPROM 
chip set 41. As exemplified in the GAME SELECTION 
menu 48. the DOUBLE BONUS POKER game 25. DBL 
DBL BONUS POKER game 25\ KENO game 25" and 4 
CARD KENO game 25'" are currently enabled or 
licensed for use. Therefore, should the gaming operator 



desire to offer any combination of these licensed games 
to their patrons, the desired combination of licensed 
games may be selected from the corresponding buttons 
on the GAME SELECTION menu 48. Consequently, the 
5 selected games will be accessible and enabled for use 
by the gaming operator's patrons, including any addi- 
tional "free" games offered by the manufacturer or game 
vendor. 

[0037] In contrast, the enabling status of the 
io BONUS POKER game 24, DEUCES WILD game 24' 
and TRIPLE BONUS POKER game 24" are illustrated 
as being "unlicensed", and thus cannot be enabled by 
the operator. Should the corresponding buttons of any 
of these unlicensed games be selected by the operator 
75 from the GAME SELECTION menu 48, the machine 
logic of the EPROM chip set 41 will indicate that the 
electronically disabled games are not yet licensed. In 
the preferred embodiment, the instruction set of the chip 
set enabling device 32 wilt then prompt the operator to 

20 enter the GAME LICENSING menu 50, as viewed in the 
SETUP menu 43 of FIGURE 7, in order to license the 
selected electronically disabled game. The gaming 
operator may then determine whether or not to initiate 
the process of licensing any of the unlicensed games by 

25 selecting the GAME LICENSING button 51 . 

[0038] Upon selecting the GAME LICENSING but- 
ton 51 in the SETUP menu 43. a LICENSING STATUS 
menu 50 (FIGURE 8) will be accessed which expresses 
the licensing status of all the "licensed" and "unli- 

30 censed" games. This menu may also display the status 
of all "free" games provided by the game manufacturer 
or gaming vendor in the EPROM chip set 41 as well. 
Preferably, the LICENSING STATUS menu 50 includes 
additional information about the "licensed games", such 

35 as the remaining time period of the corresponding 
license for the licensed games. As shown in FIGURE 8, 
for example, 365 days remain on the license for the 
DOUBLE BONUS POKER game 25, while 200 days 
remain on the license for the KENO game 25". Briefly, 

40 as will be described in greater detail below, the RAM 
incorporated in EPROM chip set 41 and internal clock 
device 52 in the gaming machine 21 cooperate to inde- 
pendently track and monitor the operational time period 
of each licensed game. 

45 [0039] In accordance with the present invention, 
when an unlicensed game such as the BONUS POKER 
game 25 is selected from the LICENSING STATUS 
menu 50 (FIGURE 8), the algorithms incorporated in 
the enabling device 32 of the EPROM chip set 41 corn- 
so municate with the CPU board 40 of the gaming machine 
21 to generate a specific Request Code 27. Each 
Request Code 27 is specific to a particular gaming 
machine, and specific to a particular video game or 
bonus. Accordingly, the Request Code 27 preferably 

55 includes an input machine identification component 
which specifically identifies the particular gaming 
machine from which the Request Code 27 originated. 
[0040] To specifically identify each gaming 
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machine, a Board ID number specific to that machine is 
incorporated into non-volatile memory devices residing 
in the CPU board and/or motherboard. During the 
Request Code calculation, the enabling device 32 then 
preferably incorporates this Board ID number as the 5 
input machine identification component part of the 
Request Code 27. In the example illustrated in the 
GAME LICENSING menu 53 of FIGURE 9, the Board 
ID accessed from gaming machine 21 is "38000124". 
[0041] Similarly, the generated Request Code 27 10 
preferably includes an input game identification compo- 
nent which specifically identifies the particular "unli- 
censed" game (E.g., the BONUS POKER game 25) to 
be enabled. This Game ID number may be accessed 
from the EPROM chip set 41 installed on the particular 15 
machine. As viewed in the GAME LICENSING menu 53 
of FIGURE 9, the Game ID number accessed from the 
EPROM chip set is "BPOV. The enabling device 32 sub- 
sequently preferably incorporates this Game ID number 
as the input game identification component part of the 20 
Request Code 27. 

[0042] It will be further understood that the Request 
Code may include any combination of information com- 
ponents which the game machine manufacturer or 
game vendor may deem necessary to license their 25 
game or games. For instance, the Request Code may 
optionally include an input time period component relat- 
ing to the requested time period or term of the license. 
This predetermined period of time may of course be 
negotiated and is easily altered by corresponding output 30 
informational component of the Enabling Code 31. 
Other informational components may be included for 
licensing customization which include the licensing fee, 
denomination requests, or pay tables. 
[0043] Yet another optional information component 35 
may include a time and date component relating to the 
time and date the Request Code was generated. 
Hence, the generated Request Code may change from 
day-to-day regardless of whether the same game of the 
same gaming machine is selected for licensing. In this 40 
instance, since it may not always be convenient for the 
gaming operator to immediately communicate the 
Request Code to the game manufacturer or vendor, the 
enabling information of the enabling device 32 may 
remain valid until a predetermined time, such as mid- 45 
night. This preset time period will allow the gaming 
operator sufficient time to record the information, leave 
the displayed information, communicate the Request 
Code to the licensor at a later time, and then reenter the 
GAME LICENSING menu 53 to enter the Enabling so 
Code before midnight. 

[0044] Many of these components, however, may 
be communicated to the manufacturer or game vendor 
by means other than through the Request Code. Such 
components may include the Board ID, the term of the 55 
license, the license fee, the denomination, etc. These 
terms as well as other licensing conditions may be 
negotiated with the game licensor, or may be preset, as 



determined by the game manufacturer or game vendor. 
In some instances, regardless of the content of the 
Request Code 27, the informational components may 
be added to the corresponding Enabling Code 31 gen- 
erated from the encoder device 28. 
[0045] In the preferred embodiment, the Request 
Code 27 will be encrypted for the benefit of both the 
game manufacturer or game vendor and the gaming 
operator. As shown in FIGURE 4, the EPROM chip set 
includes an encrypting/decrypting device 42 which 
encrypts the information contained in the Request Code 
27 through conventional encryption techniques. The 
encrypted Request Code 27 is preferably provided by a 
large number in hexadecimal format (i.e.. consisting of 

digits from 0 through 9, and alphabets A, B Z). For 

example, as shown in the GAME LICENSING menu 53 
of FIGURE 9, the encrypted Request Code 27 corre- 
sponding to the particular gaming machine and the 
selected disabled electronic game is provided by 
"756DV12". 

[0046] Referring back to FIGURES 2, 3, 4 and 9 
and in accordance with the present invention, once the 
encrypted Request Code 27 is generated and obtained 
from the enabling device 32, it must be communicated 
to the corresponding encoder device 28. Such commu- 
nication of the Request Code to the encoder device may 
be accomplished using any communication medium 
such as voice transmission, telephone, internet, wire- 
less transmission, hardwiring, facsimile, etc. This is 
clearly illustrated in FIGURE 2 where a plurality of gam- 
ing machines 21, 21' and 21" are communicably cou- 
pled to the encoder device 28 through communication 
coupling 55. 

[0047] In the preferred form of the present inven- 
tion, the encoder device 28 includes a mating encrypt- 
ing/decrypting algorithm or device 56 which is 
compatible to the encrypting/decrypting device 42 incor- 
porated in the enabling device 32 of the EPROM chip 
set 41. The encrypting/decrypting devices 42 and 56 
are of course, specific to that establishment so that the 
content of the incoming Request Code and the outgoing 
Enabling Code may be maintained in secrecy. 
[0048] As stated above, the encryption may be per- 
formed using any conventional encryption technology. 
Similarly, the encrypted Enabling Code 31 is preferably 
provided by a large number in hexadecimal format (i.e., 
consisting of digits from 0 through 9, and alphabets A, 
B, . . ., Z). For example, as shown in the GAME LICENS- 
ING menu 53 of FIGURE 10, the encrypted Licensing or 
Enabling Code 31 corresponding to the particular gam- 
ing machine and the selected disabled electronic game 
is provided by "534890013456". 
[0049] FIGURES 2 and 4 best illustrate that once 
the encoder device 28 receives the encrypted Request 
Code 27, the encrypting/decrypting device 56 of the 
encoder device decrypts the Request Code 27 so that 
the content thereof can be used thereby. In response, 
the corresponding algorithms and code set incorpo- 
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rated in the encoder device 28 generate a correspond- 
ing Enabling Code 31 . Similar to the Request Code 27, 
this Enabling Code 31 is a specific response for a par- 
ticular gaming machine, and specific for a particular 
video game or games to be operably enabled. Accord- 5 
ingly, the Enabling Code 31 preferably includes an out- 
put machine identification component which specifically 
corresponds to the input machine identification compo- 
nent of the Request Code 27. This output machine iden- 
tification component, therefore^ specifically identifies w 
the particular gaming machine upon which the Request 
Code 27 originated from, and upon which machine the 
corresponding Enabling Code is designated. 
[0050] The Enabling Code 31 also preferably 
includes an output game identification component 15 
which corresponds to the input game identification com- 
ponent of the Request Code 27. This output game iden- 
tification component specifically identifies the particular 
game which the Request Code 27 was directed toward, 
and upon which game the corresponding Enabling 20 
Code is designated. As above-indicated, additional 
information components may be manually or automati- 
cally included in the Enabling Code by the encoder 
device such as an output time period component and an 
output denomination component, etc. 25 
[0051] Before the corresponding Enabling Code 31 
is communicated to the communication coupling 55, it is 
preferably encrypted through the encrypting/decrypting 
device 56 of the encoder device 28. As viewed in FIG- 
URES 2 and 4, such communication of the Enabling 30 
Code to the enabling device 32 may be accomplished 
using any communication medium such as the above- 
indicated voice transmission, wireless transmission, tel- 
ephone, internet, hardwiring, facsimile, etc., but is pref- 
erably handled through a secure, dedicated 35 
transmission line. 

[0052] This corresponding Enabling Code 31 may 
be manually or automatically input into the gaming 
machine 21 in the GAME LICENSING menu 53, as 
viewed in FIGURE 1 0. Upon input of the Enabling Code 40 
"53489001346", for example, the enabling device 32 
preferably prompts the gaming operator whether or not 
they wish to save the input code by selecting the "save" 
button 58. Should the gaming operator elect to save the 
Enabling Code 31 .the enabling device 32 in the gam- 45 
ing machine 21 will commence analysis of the input 
Enabling Code. 

[0053] In the preferred embodiment the compatible 
encrypting/decrypting device 42 incorporated in the 
enabling device 32 of the EPROM chip set 41 decrypts so 
the Enabling Code 31 to retrieve the content contained 
therein. Subsequently, the algorithms and code set 
instructions incorporated in the enabling device 32 
employ the CPU board 40 of the gaming machine 21 to 
enable the specific game or games on the specific 55 
machine from which the corresponding Request Code 
27 originated. 

[0054] If this Enabling Code 31 is input into another 



gaming machine upon which the corresponding 
Request Code 27 did not originate, the selected game 
desired to be enabled for use could not be enabled. In 
this instance, for example, the processor of the CPU 
board together with the EPROM chip set 41 could not 
match the output machine ID component of the Ena- 
bling Code 31 with the Board ID of the receiving gaming 
machine. Similarly, if the output game identification 
component of the Enabling Code 31 does not corre- 
spond to the input game identification component of the 
originating Request Code 27, the selected game 
desired to be enabled for use would also not be enabled 
for operation. 

[0055] Moreover, to distinguish between game ven- 
dors, each EPROM chip set 41 includes a vendor com- 
ponent or a separate vendor code unique to each 
vendor. Once a Request Code is generated, the vendor 
component is included in the Request Code to identify 
that vendor. Accordingly, to generate a corresponding 
Enabling Code, the gaming vendor may be required to 
input their designated vendor code to assure a match 
with the vendor code component of the Request Code. 
If the input vendor code does not match the vendor code 
component, a corresponding Enabling Code will not be 
generated. This additional security measure assures 
that other multiple-game vendors do not license the 
games of other game vendors. 
[0056] The enabling device 32 preferably generates 
a Confirmation Code 60 to confirm proper entry of the 
Enabling Code 31. As an exemplary illustration in FIG- 
URE 10, the Confirmation Code 60 is viewed as "3867". 
In some instances, the Confirmation Code may be 
required by the manufacturer or game vendor to com- 
plete the licensing transaction. 
[0057] In accordance with the present invention, 
one important informational component of the Enabling 
Code 31 is the output time period component which 
sets the term of operation of the licensed game. Once 
the proper Enabling Code enables operation of the 
selected electronic game, the time period of operation 
for that activated game may commence. In cooperation 
with the internal clock device 52 of the gaming machine, 
the period of operation will be tracked. For instance, at 
midnight of each day, the days remaining on each 
licensed game (e.g., as shown in FIGURE 8) will be 
decreased by one day. 

[0058] As mentioned, a licensing database will be 
generated by the enabling device 32 which contains the 
licensing information of all the games of the EPROM 
chip set 41 . This database is preferably stored in a stor- 
age device, preferably an E EPROM residing in the 
motherboard (not shown) of the gaming machine, and is 
preferably updated during each power-up. The content 
of the information in the licensing database for each 
game may include pertinent information such as the 
Request Code, the Enabling Code, the Confirmation 
Code, as well as the time period remaining for the 
licensed operation. 
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[0059] The clock device 52 is preferably provided by 
a real time clock device which is configured to operate 
regardless of whether the gaming machine is powered 
up or not. Even if the gaming machine is turned-off for 
extended periods of time, the internal clock device 52 5 
will monitor the time period for each license. Therefore, 
the licensing period will not be postponed if the machine 
is not operational. Upon power-up of the gaming 
machine, the license database will be automatically 
updated. 10 
[0060] In an effort to deter internal clock manipula- 
tion to extend the license period of the licensed games, 
the present invention may incorporate several safe- 
guards. For one, the real time clock may be configured 
to be reset only by a key chip. This inconvenience will 75 
deter most simple clock manipulations. A more effective 
deterrent, however, is to configure the enabling device 
32 to clear the licensing database in the event the clock 
device 52 is reset backwards a predetermined number 
of times. Preferably, this predetermined number is about 20 
three (3) times which will enable the game operator to 
reset the time during daylight savings, and perhaps 
another time for clock accuracy. However, should the 
clock be reset backwards a third time in a row, the 
licensing database may be cleared or reset back to the 25 
default settings. In this event, the entire procedure for 
licensing the games may have to be repeated. 
[0061] As set forth above, the Enabling Code 31 
may include an output denomination component relat- 
ing to the denomination accepted for the selected elec- 30 
tronic game to be licensed. This component is 
particularly suitable for denomination dependent 
licenses where the denomination is a negotiated com- 
ponent. Hence, upon input of the Enabling Code 31 , the 
output denomination component will control the denom- 35 
ination of the selected game. In the preferred form, the 
enabling device 32 may be configured to display a warn- 
ing that the license database may be cleared in the 
event the gaming operator attempts to alter the negoti- 
ated denomination of the enabled game or games. 40 
[0062] In accordance with the present invention, the 
enabled games may be selectively disabled at the dis- 
cretion of the gaming operator. This operation may be 
performed employing essentially the same technique 
used to enable the electronically disabled games of 45 
EPROM chip set 41. For example, the operator selects 
the enabled electronic game from the LICENSING STA- 
TUS menu 50 of FIGURE 8 to obtain a Request Code 
27. If this enabling device configuration requires the 
input of a time period component in the Request Code, so 
then this is figure is set for zero (0) days for the period of 
the license. For the enabling device configurations 
which do not require a time period component in the 
Request Code, then the period of zero (0) days for the 
license is input into the corresponding encoder device 55 
28 by the licensor which is then incorporated into the 
Enabling Code. Upon input of the Enabling Code into 
the enabling device for that specific gaming machine, 



the newly input time period component will subse- 
quently disable the selected electronic game. 
[0063] Depending upon the negotiated agreement, 
the manufacturer or game vendor (i.e., the licensor) may 
credit back the gaming operator the unused portion of 
the license. 

[0064] Similarly, an agreed upon license may be 
extended using the same technique. In this situation, 
however, the time period component of the Request 
Code, and the corresponding Enabling Code will be 
reset to the negotiated time period. Upon input of the 
Enabling Code into the enabling device for that specific 
gaming machine, the newly input time period compo- 
nent will subsequently reset the time period and re-ena- 
ble the selected electronic game for the negotiated 
period of time. 

[0065] In another aspect of the present invention, 
new game chips or even a new EPROM chip set may be 
installed without disrupting the licensing database. As 
mentioned above, the licensing database is preferably 
stored in an EEPROM device residing in the mother- 
board of the gaming machine. Accordingly, the installa- 
tion of a new EPROM chip set or installation of new 
gaming chips will not disrupt the licensing database. 
[0066] In accordance with the present invention, if 
one or more of the previously licensed games are not 
present in the new EPROM chip set or gaming chips, 
the enabling device together with the CPU board 40 will 
independently remove the license data in the license 
database relating to each game not present in the new 
chip set or game chips. However, rf the previously 
licensed game is included in the new chip set, the ena- 
bling device will continue to update the data corre- 
sponding to that licensed game for enabled operation 
thereof. 

[0067] Preferably, the present invention permits 
packaged licensing of two or more games so that a 
group of selected games or a prefixed group of games 
may be enabled through a single Request Code and 
corresponding Enabling Code. In this manner, a game 
operator may only be required to perform one licensing 
procedure in accordance with the present invention to 
license a plurality of games on a single gaming 
machine. 

[0068] Finally, to assure the codes are input cor- 
rectly, conventional CRC methods are employed over 
the codes. 

4. Process Details 

[0069] A preferred embodiment of the invention will 
now be described with reference to process flow dia- 
grams in FIGURE 3. The principal steps of the present 
inventive method begins at step 22 and proceed to step 
23 which includes selecting an electronically disabled 
electronic game 25 from the gaming machine 21. The 
next step 26 includes generating a Request Code 27 
representative of the particular selected electronic 
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game 25 on the particular gaming machine 21 for input 
into an encoder device 28. After the Request Code gen- 
erating step 26, the next step 29 includes receiving an 
Enabling Code 31, responsive to the Request Code 27 
and calculated by the encoder device 28 specifically for 5 
the particular gaming machine 21. The final principal 
step 30 is provided by inputting the Enabling Code 31, 
representing information electronically enabling opera- 
tion of the previously disabled electronic game 25 for 
that gaming machine 21 , into the gaming machine 21 to 10 
enable operation of the selected game 25. 
[0070] Turning now to FIGURE 1 1 , a more detailed 
flow diagram of the present invention is illustrated. 
Between the selecting step 23 and the generating step 
26, the enabling device 32 determines at step 61 15 
whether the selected electronic game of step 23 is 
already licensed. If the selected game is already 
•licensed, then the enabling device at step 62 displays 
the prominent licensing information on display 37. This 
is exemplified in the GAME LICENSING menu 53 of 20 
FIGURE 10. On the other hand, if the selected game is 
not yet licensed, the enabling device 32 automatically 
generates a Request Code 27 at step 26. Subsequently, 
at step 63, the generated Request Code is displayed on 
the display screen 37 in the GAME LICENSING menu 25 
53 of FIGURE 9. 

[0071} The generating step 26 further includes the 
step of generating an input machine identification com- 
ponent of the Request Code representative of the iden- 
tification of particular gaming machine. The generating 30 
step 26 may also include the step of generating an input 
game identification component of the Request Code 
representative of the identification of particular selected 
game for enabling. In another embodiment of the 
present invention, the generating step 26 includes the 35 
step of generating an input time period component of 
the Request Code representative of a predetermined 
time for enabling use of the selected game. Depending 
upon the enabling device arrangement, the time period 
request may be manually input for incorporation into the 40 
Request Code. Finally, the generating step 26 may fur- 
ther include the steps of generating a time component 
and a date component of the Request Code represent- 
ative of the time and date of generation of the Request 
Code. 45 
[0072] After generation of the Request Code 27 at 
step 26, the Request Code is communicated at step 65 
to the enabling device 32 through communication cou- 
pling 55. As set forth above, this communication may be 
performed through any communication medium includ- so 
ing voice transmission, telephone, internet, wireless 
transmission, facsimile, hardwiring, etc. 
[0073] Further, before the communication step 65 
and/or before the display step 63, the present invention 
preferably encrypts the Request Code 27 at step 66 55 
through an encrypting device 42 which is communicably 
coupled to the enabling device. The encrypted Request 
Code 27 may then be displayed in the GAME LICENS- 



ING menu 53 of FIGURE 9. 

[0074] Upon receiving the generated Request Code 
at step 29, the next step 67 includes generating an Ena- 
bling Code 31 responsive to the receipt of Request 
Code 27. The generated Enabling Code, of course, is 
specifically designated for operable receipt in the origi- 
nating gaming machine, and is specifically directed 
toward the particular game caused to be enabled. 
Accordingly, the generating step of step 67 further 
includes the step of generating an output machine iden- 
tification component, responsive to the input machine 
identification component of the Request Code, for ena- 
bling use on the originating gaming machine. This gen- 
erating step 67 may further the step of generating an 
output game identification component, responsive to 
the input game identification component of the Request 
Code, for enabling use on the selected electronic game. 
Finally, the generating step 67 may include the step of 
generating a time period component for enabling use of 
the selected electronic game for a predetermined time 
period. 

[0075] In accordance with the present invention, 
preferably before step 67 for generating the Enabling 
Code, the method includes the step 68 of decrypting the 
encrypted Request Code 27 through an encrypt- 
ing/decrypting device 56 which is communicably cou- 
pled to the encoder device 28. Again, similar to the 
Request Code generation, once the Enabling Code is 
secured, the next step 70 includes communicating the 
Enabling Code from the encoder device 28 to the ena- 
bling device 32. Again, this step may be performed 
through any communication medium including voice 
transmission, telephone, internet, wireless transmis- 
sion, facsimile, hardwiring, etc. 
[0076] Before communicating the Enabling Code 31 
to the communication coupling 55, the present invention 
preferably encrypts the Enabling Code at step 71 
through encrypting/decrypting device 56 which is com- 
municably coupled to the encoder device. Subse- 
quently, the Enabling Code 31 is input into the enabling 
device of the gaming machine at step 30. 
[0077] Again, after the inputting step 30, v the 
encrypting/decrypting device 42 of the enabling device 
32 preferably decrypts the encrypted Enabling Code at 
step 72. At step 73. the enabling device 32 and the CPU 
board 40 cooperate to process the components of the 
Enabling Code so that the selected electronic game 
may be enabled for operation at step 34. 
[0078] As shown in the flow diagram of FIGURE 1 1 , 
once the electronic game is properly enabled for opera- 
tion at step 34, the method includes the step 75 of out- 
putting or generating a confirmation signal 60 in 
response to proper receipt of the Enabling Code and 
enabling of the selected electronic game. This is prefer- 
ably represented as an confirmation code, as exempli- 
fied in FIGURE 10. 

[0079] In accordance with the present invention, a 
real time clock device is included which is coupled to the 
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enabling device to monitor the period for licensing of the 
selected electronic game. Upon surpassing a predeter- 
mined unit of time measured on the clock device 52, the 
enabling device 32 incrementally decreases the period 
for licensing the corresponding game by a predeter- 5 
mined licensing increment of time. For example, the 
predetermined unit of time may be a twenty-four (24) 
hour period as measured by the clock device 52. Once 
this predetermined unit of time has passed.the enabling 
device incrementally decreases the negotiated term of w 
the license of the corresponding game by one day. 
[0080] To prevent or deter clock device 52 manipu- 
lation in order to extend the period for licensing, several 
safeguards are imposed. For instance, upon manual 
resetting of the clock device 52 a predetermined is 
number of times, the present method automatically dis- 
ables use of the selected game by the enabling device. 
Such disabling is preferably performed by resetting the 
licensing database. 

[0081] In an alternative embodiment of the present 20 
invention, the method for enabling use of at least one 
electronic game of a plurality of electronic games oper- 
abiy accessible from a gaming machine includes at step 
29 receiving a Request Code 27 generated by the gam- 
ing machine 21. representing the identification of a 25 
selected, unlicensed electronic game on the particular 
gaming machine; and at step 30. inputting the received 
Request Code 27 into an encoder device 28. Respon- 
sive to the input Request Code 27, the present method 
includes the step 67 of generating an Enabling Code 31 30 
representing data electronically enabling operation of 
the previously disabled electronic game for input into 
that particular gaming machine for licensed operation 
thereof. 

35 

Claims 

1 . A method for enabling use of at least one game of a 
plurality of games operably accessible from an 
electronic gaming machine, the method comprising 40 
the steps of: 

(a) selecting a disabled game from the gaming 
machine; 

(b) generating a Request Code representative 45 
of the selected game on the gaming machine 

for input into an encoder device; 

(c) receiving an Enabling Code responsive to 
the Request Code and calculated by the 
encoder device specifically for the gaming so 
machine; and 

(d) inputting the Enabling Code, representing 
information electronically enabling operation of 
the previously disabled game into the gaming 
machine to enable operation of the selected ss 
game. 

2. The method of claim 1 wherein. 



said gaming machine is communicably coupled 
to an enabling device configured to generate 
said Request Code. 

3. The method of claim 2 wherein, 

said generating step further includes the step 
of generating an input machine identification 
component of-the Request Code representa- 
tive of the identification of the gaming machine. 

4. The method of claim 3 wherein, 

said generating step further includes the step 
of generating an input game identification com- 
ponent of the Request Code representative of 
the selected game to be enabled. 

5. The method of claim 4 wherein, 

said generating step further includes the step 
of generating an input time period component 
of the Request Code representative of a prede- 
termined time for enabling use of the selected 
game. 

6. The method of claim 2 wherein, 

said generating step further includes the step 
of encrypting the Request Code through an 
encrypting device communicably coupled to 
said enabling device. 

7. The method of claim 6 further including the step of: 

before said receiving step, encrypting the Ena- 
bling Code. 

8. The method of claim 1 further including the step of: 

after the inputting step, outputting a confirma- 
tion signal representing the confirmation for 
enabling the selected game. 

9. The method of claim 2 further including the step of: 

before the generating step, inputting a time 
period for enabling use of the selected game 
for a predetermined time period. 

1 0. The method of claim 9 further including the step of: 

after inputting a time period, said enabling 
device generating an input time period compo- 
nent of the Request Code corresponding to the 
input predetermined time period. 

11. The method of claim 10 wherein, 
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said Enabling Code includes an output time 
period component, responsive to the input time 
period component ol the Request Code, for 
enabling use of the selected game for a prede- 
termined time period. 5 

12. The method of claim 1 1 wherein, 



said enabling device includes a clock device 
responsive to the output time period compo- 
nent of the Enabling Code to enable use of the 
selected game for the predetermined time 
period. 

13. The method of claim 12 further including the step 
of: 



16. The method of claim 2 wherein, 

said enabling device includes a licensing data- 
base corresponding to all games of the plurality 
of games enabled thereby. 

17. The method of claim 5 wherein, 

said Enabling Code further includes an output 
game identification component, responsive to 
the input game identification component of the 
Request Code, for enabling use of the selected 
game. 

18. The method of claim 3 wherein, 

said Enabling Code further includes an output 
machine identification component, responsive 
to the input machine identification component 
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upon manual resetting of the clock device a 
predetermined number of times, automatically 
disabling use of said selected game by said 20 
enabling device. 

14. The method of claim 12 wherein, 



25 



30 



said enabling device includes a licensing data- 
base containing information enabling the 
licensing of the corresponding games of the 
plurality of games enabled thereby; said 
method further including the step of: 
upon resetting of the clock device a predeter- 
mined number of times, automatically disabling 
use of all enabled games by resetting the 
licensing database. 



1 5. The method of claim 1 further including the step of: 35 

calculating the Enabling Code by said encoder 
device through an encryption algorithm. 



of the Request Code, for enabling use of the 
selected game on the gaming machine. 

19. The method of claim 5 wherein, 

said Enabling Code further includes an output 
time period component, responsive to the input 
time period component of the Request Code, 
for enabling use of the selected game for a pre- 
determined time period on the gaming 
machine. 

20. The method of claim 18 further including the step 
of: 

determining whether to enable the disabled 
game on the gaming machine. 

21 . The method of claim 4 wherein, 

said determining step is performed by match- 
ing the output machine identification compo- 
nent of the Enabling Code with the machine 
identification of the gaming machine. 

22. A method for enabling use of at least one game of a 
plurality of games operably accessible from a gam- 
ing machine, the method comprising the steps of: 

receiving a Request Code generated by the 
gaming machine, representing the identifica- 
tion of a selected, unlicensed game on the 
gaming machine; and 

responsive to the input Request Code, generat- 
ing an Enabling Code from an encoder device 
representing data electronically enabling oper- 
ation of the previously disabled game for input 
into that gaming machine for licensed opera- 
tion thereof. 

23. The method of claim 22 further including the step 
of: 

after the receiving step, inputting the received 
Request Code into said encoder device. 

24. The method of claim 22 wherein, 

said generating step further includes the step 
of outputting an output machine identification 
component of the Enabling Code for enabling 
use of the unlicensed game on that particular 
gaming machine. 



55 25. The method of claim 24 wherein, 

said generating step further includes the step 
of outputting an output game identification 
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component of the Enabling Code for enabling 
use of the unlicensed game. 

26. The method of claim 24 further including the step 
of: 

determining whether to enable the disabled 
game on the gaming machine. 

27. The method of claim 26 wherein, 

said determining step is performed by match- 
ing the output machine identification compo- 
nent of the Enabling Code with the machine 
identification of the gaming machine. 

28. The method of claim 25 wherein, 

said generating step further includes the step 
of encrypting the Enabling Code through an 
encrypting device communicably coupled to 
said encoder device. 

29. A gaming machine comprising: 

a video display device; 

an electronic multiple-game platform having at 
least one disabled game operable on the video 
display device and operably accessible from 
the gaming machine; 

an enabling device coupled to the multiple- 
game platform and configured to selectively 
enable the disabled game upon receipt of an 
Enabling Code corresponding to the disabled 
game. 

30. The gaming machine according to claim 29 
wherein, 

said enabling device is adapted to generate a 
Request Code upon which said Enabling Code 
is generated in response to receipt of said 
Request Code. 

31. The gaming machine according to claim 30 further 
including: 

an encoder device adapted to generate said 
Enabling Code which is communicably coupled 
to said enabling device. 

32. The gaming machine according to claim 23 
wherein, 

said Request Code includes an input game 
identification component corresponding to the 
at least one disabled game, and said Enabling 
Code includes an output game identification 



component, generated in response to receipt of 
the input game identification component of the 
Request Code, for enabling use of the disabled 
game. 

5 

33. The gaming machine according to claim 32 
wherein, 

said Request Code includes an input machine 
10 identification component corresponding to the 

gaming machine, and said Enabling Code 
includes an output machine identification com- 
ponent, generated in response to receipt of the 
input machine identification component of the 
is Request Code, for enabling use of the disabled 

game on the gaming machine. 

34. The gaming machine according to claim 29 
wherein, 

20 

said Enabling Code includes an output time 
period component for enabling use of the disa- 
bled game for a predetermined period of time. 

25 35. The gaming machine according to claim 34 further 
including: 

a clock device responsive to the output time 
period component of the Enabling Code to ena- 

30 ble use of the selected game for the predeter- 

mined time period, said clock device being 
coupled to said enabling device in a manner 
such that upon manual resetting thereof a pre- 
determined number of times, said enabling 

35 device automatically disabling use of the ena- 

bled game. 

36. The gaming machine according to claim 29 further 
including: 

40 

a licensing database containing information 
enabling the licensing of the corresponding 
games of the plurality of games enabled 
thereby. 

45 

37. A gaming machine comprising: 

a video display device; 

an electronic multiple-game platform having at 
so least one disabled game operable on the video 

display device and operably accessible from 
the gaming machine; 

an enabling device coupled to the multiple- 
game platform and configured to selectively 
55 generate a Request Code corresponding to the 

disabled game to enable operation thereof, and 
generated in response to a request to enable 
operation of said disabled game. 
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38. The gaming machine according to claim 37 further 
including: 

an encoder device adapted to generate an 
Enabling Code generated in response to 
receipt of said Request Code to selectively 
enable the disabled game on the gaming 
machine upon receipt thereof by said enabling 
device. 

39. The gaming machine according to claim 38 
Wherein, 



determined number of times, said enabling 
device automatically resets said licensing data- 
base to disable use of the enabled game. 



said Request Code includes an input game 
identification component corresponding to the is 
at least one disabled game, and said Enabling 
Code includes an output game identification 
component, generated in response to receipt of 
the input game identification component of the 
Request Code, for enabling use of the disabled 20 
game. 



40. The gaming machine according to claim 39 
wherein, 

25 

said Request Code includes an input machine 
identification component corresponding to the 
particular gaming machine, and said Enabling 
Code includes an output machine identification 
component, generated in response to receipt of 30 
the input machine identification component of 
the Request Code, for enabling use of the disa- 
bled game on the gaming machine. 



41. The gaming machine according to claim 40 35 
wherein. 



said Enabling Code includes an output time 
period component for enabling use of the disa- 
bled game for a predetermined period of time. 40 



42. The gaming machine according to claim 41 further 
including: 



a licensing database containing information 45 
enabling the licensing of the corresponding 
games of the plurality of games enabled 
thereby. 



43. The gaming machine according to claim 42 further so 
including: 



a clock device responsive to the output time 
period component of the Enabling Code to ena- 
ble use of the selected game for the predeter- 55 
mined time period, said clock device being 
coupled to said enabling device in a manner 
such that upon manual resetting thereof a pre- 
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